Dread Necromancer 


The tiefling soldier plunged her greatsword right through the chest of her enemy, who's eyes were first wide with fear, 
then with pain. With the killing blow dealt, she staggered back towards a rock and sat down, thoroughly exhausted. 
Grumbling, she pulls out a book and heads back to the body of her slain foe. If nothing else, the man's strength would 
be useful for her now. 


A Drow cultist of Orcus smiles as he watches the human paladin get overwhelmed by wave after wave of his reanimated 
minions, some of whom were the paladin's former allies. Between her screams of pain, the cultist manages to here the 
occasional sob from the holy woman, probably as a result of seeing the bodies of her friends defiled not only by the taint 
of necromancy, but by the demons of the abyss as well. Although it takes a bit longer than he expected, the paladin is 
soon slain, and would soon be another body in his ever growing army. 


A human mage at a wizardry college plows through book after book, staying up all hours of the night on a regular basis. 
He knew it was in here somewhere. His powers over necromancy had made him an outcast to all, and the fact that he 
choose to restrain himself and not slaughter those who wanted him dead out of ignorance did not win him any favors 
with his enemies. It likely wouldn't take very long until some mage realized that he was the son of a lich, and he was 
driven out again. That was, of course, unless he found a way to cure his condition first. 


Dread Necromancers all have the taint of undeath flowing through their veins. Not all people with this curse recognize it, 
and many go out to live uneventful and mundane lives. Some truly depraved souls go seeking out this power, which is 
happily granted to them by fiends who use them as puppets to further their own agendas. Others are merely the 
offspring of undead beings, such as vampires or undead. Whatever the case, the one thing all Dread Necromancers have 
in common is their power over the school of necromancy. Many people, upon discovering these powers, are slowly 
tempted into committing fouler and fouler acts until their souls are darker than the fiends they serve. A very small 
number, however, do everything in their power to fight against these impulses, and to use their powers for noble ends. 


Taint of Undeath: 

All Dread Necromancers derive their power from the same source: the taint of undeath that is part of their bodies and 
souls. In this way, they are similar to sorcerers, who also commonly drive their powers through their ancestry. However, 
where a sorcerer's magic is broad in scope, a Dread Necromancer's magic, as the name implies, is focused almost 
entirely on the school of necromancy. 


Furthermore, while sorcerer abilities manifest haphazardly at best, it is fairly easy to determine if someone will be a 
dread necromancer. Almost any child that is the result of the union of a undead creature (often a lich or a vampire, but 
other forms of undead progenitors are not unheard of), or one of that child's descendants, is likely to have the powers of 
a dread necromancer. Theoretically, it is also possible for the reverse to be true: that an undead with a small smattering 
of human blood could potentially manifest dread necromancer powers. The only other known case of dread 
necromancers being created are at the direct intervention of a powerful fiend who imbues one of his or her favorite 
worshipers with these powers, Orcus being the most frequent example of this. 


Unlike sorcerers, some dread necromancers, through sheer force of will, do mange to learn spells from books and tomes. 
However, this is generally only taken up by dread necromancers who had a proclivity towards magic beyond their undead 
gifted abilities. 


An Onyx In A Haystack: 

If sorcerers are rare, then dread necromancers are even rarer. Furthermore, they're sought out by forces of all 
allegiances and creeds. Those who support good deities frequently view dread necromancer's as abominations who need 
to be purged from the earth, and those who serve evil causes would like nothing more than to find out how to replicate a 
dread necromancer's powers at will. The fact that they are being hunted by multiple groups of individuals generally 
means that beings who don't have the stomach to kill their enemies are soon killed by them. As such, dread 
necromancers as a whole are overwhelmingly more evil than their sorcerer counterparts. The few good or nuetral dread 
necromancers generally keep a very, very low profile. 


Dread Necromancers who are malicious often adventure for personal gain, no matter the price others have to pay for it. 
Good and Neutral Dread necromancers might adventure to advance the causes of law or chaos in the universe. 
Furthermore, many search desperately for a cure to their condition, and seek to purge the taint of undeath from their 
soul. 


Creating A Dread Necromancer: 

Dread Necromancers usually have a hefty dose of tragedy in their backstories, and that's often what sets them down 
their dark paths to begin with. How did your dread necromancer discover or obtain their powers? What was their 
reaction to those powers, and what was the reaction other people had to these powers? Was your character merely 
treated with a healthy dose of suspicion? Where they almost killed by those who called them friends, or even family? 
Where they accepted by a cult of demon worshipers who thought of him as a profit of their demon patron? 


Furthermore, now that you have these powers, what do you plan to do with or about them? Have you dedicated your life 
to removing any sort of taint of undeath from your body? Have you decided to use your powers to benefit others in spite 
of the inherit evil involved in reanimating corpses with necrotic energy? Are you striving to get rid of your powers? 
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CLASS FEATURES 


As a dread necromancer, you gain the following class features. 


Hit Points: 

Hit Dice:1d8 per dread necromancer level 

Hit Points at ist Level: 8+ your constitution modifier. 

Hit Points at Higher Level: 1d8(or 5) + your Constitution modifier per dread necromancer level after 1st. 


Proficiencies: 

Armor: Light 

Weapons: All simple weapons, and 1 martial weapon of your choice 

Tools: None 

Saving Throws: Wisdom, Charisma 

Skills: Choose two from Arcana, Deception, Intimidation, Persuasion, Religion, and Stealth. 


Equipment: 
You start with the following equipment, in addition to the equipment granted by your background. 


The martial weapon you choose proficiency in 
(a) A component pouch or (b) an arcane focus 
(a) A light crossbow and 20 bolts or (b) a simple weapon of your choice 
(a) an explorer's Pack, (b) a scholar's pack, or (c) a dungeoneer's pack 


Spoiler: Spellcasting; Identical to Sorcerer Casting in Every way except that the word "Sorcerer" is replaced 
with "Dread Necromancer". TL;DR skip this part. 


Taint Of The Tomb: 


The dark magic coursing through your body causes significant changes to your organic structure. You take radiant 
damage equal to the amount of damage you would normally be healed whenever you are the target of a healing spell. 
You may make a Charisma save to half the damage the spell deals to you. However, if you are the target of a spell that 
deals necrotic damage, you take no damage and instead heal an amount equal to the damage that would have normally 
been dealt. You may target yourself with spells that deal necrotic damage, such as inflict wounds) to heal yourself. 


Furthermore, undead under your control can heal from necrotic damage from your spells, but not the spells of enemies. 


Necrotic Path: 
When you take your first second level in the Dread Necromancer class, you must choose your Necrotic Path. More details 
about the available necrotic paths are detailed below. 


Rebuke Undead: 


At level 3, as an action, you shout vile utterances of the primal language that all undead know. Each undead that can 
see or hear you within 30 feet of you must make a Charisma saving throw. If the creature fails its saving throw, it is 
rebuked for 1 minute. While a creature is rebuked, it stops and cowers in place, not taking any actions. Attack roles 
against rebuked creatures have advantage. A creature stops being rebuked once it takes damage. 


Additionally, if the challenge rating of the undead rebuked is low enough and it fails it's saving throw, it falls under your 
control and you can command it as a bonus action. It remains under your control for one hour. It's actions towards you 
afterwards depend on the creature's intelligence (or lack their off) and how it was treated while under your command. If 
you merely asked it to fight along side you, it will likely be indifferent to you. If you used it as bait or cannon fodder, it 
may turn on you once it is free of your control. 


Command Undead 

Dread necromancer Level command Undead of CR 
5th : 1/2 or lower 

8th : 1 or lower 

1ith : 2 or lower 

14th : 3 or lower 

17th : 4 or lower 


You can only use rebuke undead once per long rest up until level 13. At level 13, you can use it up to twice per long 
rest. 


Dread Call: 


Starting at fifth level, you gain an amount of dread call uses shown in the chart above. You can expend one of these 
uses to cast the spell animate dead as if you were casting it as a third level spell. Dread Call uses regenerate after every 
long rest. 


Scabrous Touch: 
Starting at level 9, you gain the ability to cast the spell contagion once per day without using a spell slot. At level 15, 
you can use this ability twice per day. 


Dread Call Improvement: 
Starting at Level 10, you can gain one of the following two improvements to your Dread call uses. 


Greater Necromancy: By expending two dread call uses you can cast Create Undead on a corpse as if casting the spell 
at 6th level. At level 14, you cast the spell as a 8th level spell, and can spend an additional dread call use to cast it at a 
level 9 spell. 


Metamagic: You select one metamagic option form the sorcerer's list of metamagic from the player's handbook (P. 


102). You can use dread call uses to fuel metamagic in the same way a sorcerer can. At level 14, you can select a 
second metamagic option. 


Lich Body: 

Once you take your 18th level of dread necromancer, your body further alters to reflect the nature of the necromantic 
magic you practice. You gain resistance to one of the following damage types of your choice: slashing, bludgeoning, or 
piercing. This resistance can be overcome by any magic weapon. 


Dread Knight 


"Let the cowards hide behind there robes of silk and flashy spells. Real killers lead their armies." 


Dark Vanguard: 

You gain proficiency in medium armor, and you can choose a combat style available to any of the core PHB classes at 
first level. Furthermore, you mere presence can unsettle the fiercest of enemies. An amount of times per long rest equal 
to your Charisma modifier (minimum of 1), but no more times than your dread necromancer level, you may use a bonus 
action to force a target within 5 feet of you to make a will saving throw against your spell save DC or be frightened of 
you while they are within 15 feet of you. Once an enemy makes a saving throw against this ability, they can't be affected 
by it for another 24 hours. 


Extra attack: 
Starting at 6th level, when you use your action to attack, you may make two attacks. 


Necrotic Burst: 

Starting at level 11, you can use your action to unleash a surge of necrotic energy from your body, damaging targets 
around you. Any creature within 5 feet of you takes 1d4 necrotic damage per dread necromancer level you have. You 
can use this ability 1/per long rest. At level 17, you can use it two times per long rest. At level 20, you can use it 3 times 
per long rest. 


Wightstrike: 
Starting at level 17, when you attack any creature with the martial weapon you choose to have proficiency in, you deal 
an additional 1d8 necrotic damage. 


Undying Terror: 

At level 20, your fear aura's power is greatly increased. From now on, whenever an enemy enters within 15 feet of you, 
they must make a will save every round they are within your aura. You do not need to spend any actions to activate this 
ability. If they fail the saving throw once, they become frightened. If they fail the saving throw 3 times, they must flee 
from you while dropping their weapons. They must continue to flee at their fastest speed until they are out of your line 
of sight, and out of your aura. Finally, enemies don't become immune to your aura for 24 hours for making a saving 
throw against it's effects. 


Infernalist 


"We're mixing the most powerful forces in the universe: Damned souls and undeath. What could possibly go wrong?" 


Dark Lore: 

Due to your extensive dealing with black magic of all varieties, you gain expertise on any religion or arcana checks 
dealing with fiends or necromancy. Furthermore, your knowledge of fiends has given you insight's on how to emulate 
their power. You gain fire resistance. 


Vile Death: 

Beginning at 6th level, all the undead you create are now infused with power from the lower planes, often in the form of 
a willing (or unwilling) fiend who's essence is merged with any undead created by the caster. Undead you create or 
animate now gain a +2 bonus to their strength or dexterity scores (decided by you upon their creation), and additional 
hitpoint per hit dice. You also gain the ability to summon an imp or quasit as your familiar. You learn the spell “find 
familiar” if you don’t already know it. 


Expert Summoner: 

Starting at level 11, you may cast planar binding using 2 of your dread call uses. You still have to provide the material 
component for the spell. It is cast as a level 5 spell. At level 20, you can cast it as a level 6 spell. All undead created by 
the spells animate dead or create undead now have resistance to fire and deal an additional 1d4 fire damage with each 
of their natural attacks. This damage increases to 1d6 fire damage once you reach level 17. 


Infernal Tongue: 

Starting at level 17, you become an expert at dealing with infernal entities. You gain double your proficiency bonus on 
persuasion, deception, and intimidation checks against fiends. Furthermore, any costs associated with spells such as 
planar binding or planar ally are halved when you are dealing with fiends. You also learn to speak infernal and abyssal. 
Furthermore, all undead you raise now have advantage on saving throws against being turned. 


Destruction Retribution: 

The fiendish spirits bound to the undead you animate now become more volatile. When undead you create die, they 
explode in a blast of fire and necrotic energy as the souls of the damned are pulled back into the lower planes. Each 
undead you create deals 1d4 fire damage and 1d4 necrotic damage in a 10 ft radius upon their death, gaining an 
additional damage dice of each type for every 2 additional hitpoints it possesses. For example, an undead that has 3 hit 
dice would deal 2d4 necrotic damage and 2d4 necrotic damage in a 10ft radius upon their death. 


BERGUNG 


— | 
"Knowledge is power. Specifically, the power to kill you." 


Advanced Learning 

Choose a class, wizard or cleric. You may not change this choice later. You can add 1st level spell of your choice from the 
class you have selected to the spells you have known. Every time you gain a new necrotic path feature, you can add one 
spell of your choice to your list of spells known from the spell list of the class you choose. The level the spell you learn 
must be a of a level that you're able to cast spells in. For example, a sixth level dread necromancer could not learn the 
spell Meteor Swarm, but he could learn the spell Fly. 


Death Rituals: 

At level 6, you gain the effects of the ritual caster feat based on the class you choose at level 1. In addition, when you 
drop an enemy to zero hit points with a spell, you gain hit points equal to two times the level the spell was cast at. If the 
spell was from the necromancy school, you gain three times the level of the spell. 


Deadly Knowledge: 
At level 11, you overcome resistance to necrotic damage. Whenever you roll a 1 or two on a damage dice when dealing 
necrotic damage, you can re-roll that dice one time. You must abide by the result of the second roll. 


Undying Mastery: 


At level 17, you overcome immunity to necrotic damage. 


Eternal Knowledge: 
Sometime upon reaching level 20, you gain the knowledge of one of two rituals. You can preform these rituals on 
yourself to gain immense benefits. 


Lichdom: Become a full fledged undead through a profane ritual. This ritual must involve some extraordinarily evil act 
(such as the sacrifice of a good aligned child or celestial, for example). After the ritual's completion, you gain the 
following benefits. 


° Damage Resistances cold, lightning, 

° Damage Immunities: poison; bludgeoning, piercing, and slashing from nonmagical weapons 

° Condition Immunities: charmed, exhaustion, frightened, paralyzed, poisoned 

° You gain a phylactery. If your body is destroyed, you reform, regaining all of your hit points and becoming 
active again. The new body appears within 5 feet of the phylactery. 

° You are considered an undead for any conditions or effects that effect undead. 


Necrotic Purge: Remove the taint of undeath from your soul. After you preform the ritual, which takes a week to 
preform, you gain the following benefits: 


° You loose both the benefits and drawbacks of the tomb tainted soul class feature 

° Your body is infused with life giving energy. You restore one hit point every turn, up to your hit point 
maximum. 

° All instances of create undead and animate dead are removed from your spell list, and are replaced with a 
spell of the same level of your choice. 

° You loose your dread call uses and gain 14 sorcerer points You gain one metamagic ability. You can use 
these sorcerer points for anything a sorcerer can use sorcerer points for. 

e Your body is still marked by it's frequent counters with undeath. You gain immunity to necrotic damage. 


Dread Necromancer Spell List 


Cantrips: 


Poison Spray 
Chill Touch * 
Prestidigitation 
Mage Hand 
Vicious Mockery 


Level 1: 


False Life 

Inflict Wounds 

Ray of Sickness 

Find Familiar 

Witch Bolt 

Dissonant Whispers 
Detect Poison and Disease 
Detect Evil and Good 

Hex 

Bane 

Detect Magic 

Animate Crawling Claw** 
Conjure Undead Creature*** 


Level 2: 


Blindness/Deafness 
Ray of Enfeeblement 
Darkness 

Gentle Repose 
Protection From Poison 


Level 3: 


Animate Dead 
Bestow Curse 
Vampiric Touch 
Speak with Dead 
Feign Death 
Gaseous Form 
Fear 


Level 4: 


Blight 

Phantasmal Killer 
Evard's Black Tentacles 
Death Ward 
Banishment 


Level 5: 


Antilife Shell 

Dispel Evil and Good 
Planar Binding 
Circle of Power 
Contagion 

Cone of Cold 

Hallow 


Level 6: 


Harm 

Circle of Death 
Create Undead 
Eyebite 

Magic Jar 
Planar Ally 


Level 7: 


° Finger of Death 
° Conjure Fiend*** 
° Eternalness 


Level 8: 


Anti magic Field 
Glibness 
Feeblemind 
Clone 


Level 9: 


Astral Projection 
Weird 
Power Word Kill 
Gate 


* You cannot use this cantrip to heal yourself with the tomb tainted soul feature. 


** Animate crawling claw works exactly like animate dead, except it is a level 1 spell, and can be used to create two 
crawling claws (monster manual P.44), and can be cast on any creature with hand like appendages. 
*** Conjure undead creature works as follows: 


Casting Time: 1 minute Range: 90 feet Components: V, S Duration: Concentration, up to 1 hour 
You summon undead creatures that appear in unoccupied spaces that you can see within range. You choose one the 
following options for what appears: 


e One undead of challenge rating 1 or lower 

e Two undead of challenge rating 1/2 or lower 
eFour undead of challenge rating 1/4 or lower 
eEight undead of challenge rating 1/8 or lower 


An undead summoned by this spell disappears when it drops to 0 hit points or when the spell ends. The summoned 
creatures are friendly to you and your companions. Roll initiative for the summoned creatures as a group, which has its 
own turns. They obey any verbal commands that you issue to them (no action required by you). If you don’t issue any 
commands to them, they defend themselves from hostile creatures, but otherwise take no actions. The DM has the 
creatures' statistics. 


If your concentration is broken, the undead you summoned don't disappear. Instead, you lose control of the elemental, it 
becomes hostile toward you and your companions, and will likely attack you. An uncontrolled undead can’t be dismissed 
by you, and it disappears 1 hour after you summoned it 


At Higher Levels. For every level beyond 1st that you cast this spell, you can summon more powerful undead 
creatures. You can conjure 1 undead creature of a CR equal or less than the level you cast the spell at, so a level 2 spell 
could be used to conjure an undead with a challenge rating of 2. Furthermore, you can conjure up to two creatures with 
half the CR of the spell level you used, four creatures of a quarter of the spell you cast, and eight creatures of one eighth 
of the level of the spell you cast. 


****Tdentical to conjure celestial in every way, except you conjure a fiend instead of a celestial. 


